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Animation Composite 


Animation channel, or animation curve, or Degree of Freedom (DOF), or a 
floating point number changing over time. 


An animation, a collection of animation channels over time, a Skill. 


An animation in a layer can be sparse; it does not need to "touch" every channel. 
Empty animation channels correspond to transparent pixels. 


Applies to animation data as well, determines the type and percentage 
contribution of each layer. 
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Nirn Category 


Cnrip lUlftfh jIp i 1 ihrarv 

vWC Irl KJXAIMU t LJUi Ct/ J" 


Pi mi"4inrK*lrf\/ 
1 tU sIMUTRaIILY 


Version 


1 


Engine 


Story Engine 


Imposes atop-level story on the open-ended 
inier actions 


V2.0 


2 


Engine 


Behavior Engine 


Implements Sensor, Behavior, E motion and 
Learnmo subsystems 


VI .0 


3 


Engine 


Music Frtnin** 


rraysoui em uuonai iy-ccjqt eo music in response 
io ine users ana cnaraciers actions 


km n 
VI .0 


4 


Engine 




conircffs me Quronofno us cam era ana ugnnng or 
the scene 


VI .0 


5 


Engine 


nrumauon engine 


Interprets the behavior system commands based 
on the character's motor skflls 


V1.0 


6 


Data 


ai vrapn uaia otruuure 


Holds afl behavior, emotion, motor and learning- 
related data for all characters, vwld and cam era 


VI .0 


7 


Data 


.ffw rwe opeciKSuOft 


written document ( not code) 


VI .0 


Q 

_ 0 


Data 


inq Parser 


read/write functionality for inq file form at 


VI .0 


9 


Player 


AnnlirflKm Main 


l onains ine riaver mam loop 


VI .0 


10 


Player 


Application Update 


Takes care of Ver stoning of the Player itJest looks 
ror avai lute upoaies ana manaaes tnem 


VI .0 


11 


Player 


r er Sisie m otaie manager 


Keeps track of the state of the scene as changed 
by the user talksto P ersister 


VI .0 


12 


Player 


^oae cmer 


Allows the user to enter PowerCodes; talks to 
Authorizer 


VI .0 


13 


Player 


wapnjcs Auapier wua i angem 


Profides an interface between animation engine 
and WildTangent graphics 


vt.o 


14 


Player 


ftrftnhir^ AHofiter Oft 
MUi riUafJLCI xU 


rronaes an i menace Between animation engine 
and a possible 2D Graphics solution 


V2.0 


17 


Player 


vara nrt V r.v 


vrOufrfl QOCUmum \nOl CQQuj 


V^!.U 


18 


Player 


Java API VI .0 Implementation 


Defines an jflPI fb accessing the Engine's 
luncuonaiuY uom Java 


V2.0 


15 


Externa! 


Persister 


A module responsible for exchange between 
rerasieni biaie manager ana a storage device 


VI .0 


16 


External 


Authorizer 


A module responsible for exchange between 
Loue cruer ana a cooe vernier ot cnotce 


VI .0 


18 


Tool 


Annliraaiinn Main 
ryjyi iUcaim i Main 


l onains ine 1 001 main loop 


V2.0 


19 


Tool 


ina Parser 


read/Wite HmdionafitY for ina (redesigned! 


V2.0 


20 


Tool 


iriifjuricr vvuui of tyciii 


a parser ror vviiai angenrs ou oaia niesj wn nave 
to cooperate direct! v vwth the company 


V2.U 


21 


Tool 


1 — ^ Z 

importer jtid 


a parser ror Maya propnaary oaia wesj we n nave 
to co operate, airecti v vwn tne comoanv 


Vo.U 


22 


Tool 


T 

importer max 


a parser ror ou otuato max proprietary data files, 
v\e*l have to cooperate directly wth the com pany 


V3.0 


23 


Tool 


uliici importers 


Da sea on me aeveiopers reauirements 


VJ.U+ 


24 


Tool 


Graph Libraries 


General software libraries for creating, 
manipulating and disptavjnq qraph structures 


V2.0 


25 


Tool 


GUI Sensor 


GUI for devetooinq and editinq Sensor networks 


V2.0 


26 


TOOl 


vui oenavior 


GUI for developi na and editinq Behavior networks 


V2.0 


_2L 


Tool 


GUI Emotion 


GUI for develnnina nnri fyfitmn Fmntinn nri wirk<? 


v> n 


28 


Tool 


GUI Learning 


GUI for develooina and ecfitinq Leaminq netvwrks 


V2.0 


_29_ 


Tool 


GUI Motor 


GUI fordevelopinq and ecfitinq Motor networks 


V2.0 


30 


Tool 


3D Scene Grach 


A 3D soene araph for the real-time preview 


V2.0 


31 


Tool 


3D Real-Time Graphics 


A 3D real-time graphics engine; either licensed 
3rd party or developed in-house 


V2.0 


32 


Tool 


Export erWiWTangert 


An exporter for WildT angenrs data files; vtfl have 
to coooerate directl v wfth the company 


V2.0 


33 


Tool 


Exoorter2D 


Anexoorterfor2D oraohics 


V3.0+ 



